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RUNES
by Stewart Wieck; Good news and announcements.
To Kill a Dead Man
by Stephan Wieck; Why does Mr. Gizetti want Joseph
Yan’s corpse destroyed in this adventure for Shadowrun?
A Look at the Braindance
by Colin Fisk; Contributed by R. Talsorian Games, this ar-
ticle looks at a popular form of entertainment in Cyberpunk.
Cannibal EXpress ......cooovvveiiennincnannannns 18
by David Magnenet; An adventure for Call of Cthulhu
which reveals the mystery of some forgotten tunnels in
Boston’s T.

Lost Pages of Tobin’s Spirit Guide
by Jonatha Ariadne Caspian and Kim Mohan; A preview of
the material in West End Game’s GBI supplement of the
same name.

Review: Ghostbusters International
by Ken Cliffe; A look at the new Ghostbusters game from
West End Games.
Capsule Reviews
by Richard Thomas and Stewart Wieck; Qulck looks at “It
Came from the Late, Late, Late Show” and “The MEGA
Roli¢Yi5ying System.”

Pedurc’of the Land 36
*'\Lreg Stafford and Sandy Petersen; Details of the Cult of
Donandar for Runequest.

Pemon Killer
by Steve Tymon; Part VI in a serialization. Tereth strikes a
savage blow against the demon army.

Tabletop News
by Ken Cliffe; The premlcre of a new Munarures related
column. This intro gives an idea of what you will see in the
future.

The Silicon Dungeon
by Jim Trunzo; SSI continues to rclcase cxccllcm and ques-
tionable AD&D computer games. One of each quality is fea-
tured.

Light of the Silvery Moon
by Stewart Wieck; A background and NPCs which you can
use the build an interesting fantasy adventure.

PBM Corner
by Stewart Wieck; Reviews are tough to write, especially
when the subject is a PBM game.

PBM Review: Domination
by Kelly Golden; The fast-paced game moderated by
LAMA may be worth a look.
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output and publish the magazine on a monthly schedule.
Also, we have already planned our special sections for next
year.

New readers may be unfamiliar with our special sections,
so let me illustrate the point quickly. This issue is our horror
issue. It contains material for horror related games like Call
of Cthulhu. We also decided that since the cyberpunk genre
paints an ugly future it should be included in the horror
issue as well. Despite this theme, though, you will note that
the magazine still has the essentials which cvery issue will
contain: a fantasy adventure, PBM Corner, The Silicon Dun-
geon, the rest of the regular columns, etc. So while a special
by Stewart Wieck section presents a theme for an issue, the theme by no
means runs through every article in the issue (though you
will note that the fantasy adventure is centered upon a sub-
ject appropriate to a horror issue).

Special sections for 1990: Jan/Feb #19 (Alternate Fantasy
Worlds), March/April #20 (superheroes), May/June #21
(science fiction), July #22 (Play by Mail), August (The Best
of WHITE WOLF), Sept. #23 (fantasy), Oct. #24 (Hal-
loween), Nov. #25 (reviews), and Dec. #26 (UN-
DECIDED). Well, most of them are planned already. If you
have any ideas for special sections, then let us hear about
them.

Not to reflect poorly on the readers who have already been
with us for a good amount of time, but if you picked this
copy of WHITE WOLF Magazine up in a Waldenbooks, B.
Dalton Bookstore, or other book shop you are the reader for
whom we have been waiting over two years. As a first time
reader, you are certainly unaware of the history of this
magazine, but over time, and several more bi-monthly is-
sues, you will come to know more about our long story.

Our breakthrough into the book chains should be news to

our present, loyal readers. Without your support (through .
subscriptions, purchases in hobby stores, manuscript submis- That ERmHEI %cadg 0z the thought of i, dence.
The editors of this magazine arc very receptive to your

sions, and more) we would not have the opportunity to ad- his s opistions, D oers Bkt

dress this potentially huge new readership. Just remember, @0 f'm(;)gr " tsto 2 ﬁp " ahet v (Lll)(: bgut taﬁl y mis-

the more readers we have the better the product we can ‘\ o Just Soitell we what yem i vl
MNPazine. We love to hear from you and in our role as an in-

prottige for you. Oypendent game magazine we hope to remain on close
As information for all our readers, I would like to give you i & Pe ;
) terms with all our readers.

a quick outline of the material you will see in 1990. The . )
most important note is that in July 1990 we will double q \ c;(xo::uﬁlleozfnilgulfct;:ggc’ I'have no other business ex

First, I would like to apologize to Jeff Gomez (formerly of

When was the last time you play Gateways magazine), Palladium Books, and Saber Graphics
MONOPOLY® for drawing some incorrect conclusions in my RUNEs
" column last issue. Working with a limited amount of infor-
+ and took a walk on the BO&I‘%IK mation, I suspected that Palladium Books had bought out
Gateways magazine and would begin publishing it. I went
Can't find the time anymore? on to ponder how long it would be before Gateways
Oranyone to play with? ‘MONOPO"V showed signs of becoming a house organ for Palladium.
Well, I was way off target. Jeff Gomez is working for Pal-

Take a Walk to your ladium Books as the Sales Manager (plus he’s doing some

Mailbox and Play iy R game design, I believe), but he did not take Gateways with
Monopoly® by Mail! him. Saber Graphics has purchased the magazine and at last
oty by word it will remain independent and the next issue will ap-
s pear in the summer of 1990.
ust Pennies a Week! Also, I need to pass along some information from Art
A Mail Games, Inc. subscription will put you in touch with Director Richard Thomas. He writes: “To all artists who
players across the country who are already accumulating have submitted work to WW- Due to the tremepdous
property in the ultimate real estate board game. amount of work submitted, many of you haven’t had a

response from me. I will get back to you, but if you wish to

T mE————— hear from me sooner, please send a short note or postcard

| ~ Forinfosendthiscouponto: | with your address and I will get right back to you. Thank
Mail Games, Inc. I you for your patience.” You may reach Richard at 320
P.O. Box 2746 Lemonte St., Philadelphia, PA 19128.

Gaithersburg, MD 20886

Name
| Address
I._City ST, Zip _ .l
= __Nﬂuol; is a reglstﬁl Edem_nk _of Ekwrﬂers Inc.
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To Kill a Dead Man

an adventure for FASA’s Shadowrun

by Stephan Wieck

"Hello Yan."

The Japanese man turned to face the voice. He quickly
realized that he had been a fool. He was alone in a dark
alley, what a trite ending to his life. A man of his connec-
tions should know better than to expose himself to such risk.
Being in a Yakuza family made many friends and many
more enemies.

"Are we all alone tonight?" mocked the voice from the
shadows of the alley.

Yan steeled himself for the cough of a silenced pistol and a
bullet from the darkness. To die to a Seoulpa enforcer was
shameful. But he suddenly realized that the man had not
spoken Japanese or Korean, and then a smell like rotting

flesh assailed him.

"You still don’t recognize me, Yan?" the gutteral voice con-
tinued, "Let me help you." A tall figure wrapped in an over-
coat stepped into the yellow glare cast by the sodium street-
light.

Yan stared into the eyes of sheer depravity. Then the smell
overpowered him. He could place the stench now; he had, Q
smelled it before only it had been masked by musky col@
nes. And he recognized the giant figure in front of hipz
"Gizetti!"

"Yes, you should have given me what I wantedQ/n;
Maybe your successor will see things more clearly#Gizetti
leaped forward and grabbed Yan'’s throat with one large
hand.

Yan felt himself being lifted off the ground by the hand at
his throat. His legs kicked at air and his hands clawed fran-
tically at Gizetti. Yan'’s flailing fingers raked across
Gizetti’s cheek and snagged the scarf which covered the
large man’s lower face. Yan saw the cruel, magically
mutated visage beneath the scarf. He screamed until his
throat was crushed.

Introduction

“To Kill a Dead Man” is a short adventure for FASA’s
game Shadowrun. The adventure is ideal for beginning
players since the events are very linear and the dangers rela-
tively small. The characters are hired by the mysterious Mr.
Gizetti to do a shadowrun against the Waverly Corporation,
a corp contracted by the Seattle government for public body
disposal and subcontracted through Lone Star to perform
autopsies. Gizetti hires the characters to invade the Waverly
facilities and destroy the body of Mr. Joseph Yan.

What the players will not know, but should gradually dis-
cover, is that Gizetti is actually a ghoul. Gizetti attempted to

purchase a graveyard site from Yan, who worked for Waver-
ly in their body disposal department. Gizetti wanted the
graveyard for the “food” supply. When Yan refused to sell
the property, Gizetti killed him. However, a Lone Star

patrol arrived on the murder scene before Gizetti could dis-
pose of the body.

Now, Gizetti is afraid that the autopsy on Yan’s body will
yield information revealing that Yan was killed by a ghoul.
The ensuing investigation could follow back to Gizetti,
blowing his tenuous public disguise and giving him a public
exccution under the Ghoul Laws. Gizetti needs Yan’s body
incinerated and all records of it destroyed.

Part of the adventure is left open ended for you, the GM.
Joseph Yan was a Kobun in the Seattle Yakuza. You are
free to develop the Yakuza involvement in the adventure as
you see fit. They suspect a Seoulpa gang of killing Yan, but
if evidence turned up proving Gizetti guilty, then Gizetti
and a@le working for him would be the target of their
venSZe. Nyko Yan, Joseph’s sister, is convinced that
O&\tis guilty, and since she cannot convince the Yakuza
of th¥s, she has taken it upon herself to kill Gizetti and
@'enge Joseph.

N
Adventure
Contact

The characters are contacted individually by Loyd,
Gizetti’s manservant. Loyd will vidphone the characters and
say very little except to arrange a noon meeting with the
characters at General Kwan'’s, a seedy little Chinese res-
taurant near the waterfront which is ideal for clandestine
meetings. The Renraku Arcology looms nearby.

Loyd will arrive a few minutes late, dressed in last year’s
fashion. He will greet the characters and order some tea.
When the tea arrives he will slurp on it and begin talking in
a heavy whisper. As he speaks he will frequently pause to
loudly slurp more tea, an aggravating habit.

T will not say much. I am here on behalf of my employer.
He wishes to offer you a job. He has some business that you
have the resume for. It is a run against a corp. Very little
security, very easy job. Pay will be 20,000 nuyen per per-
son, nonnegotiable. Those of you that are interested, I will
arrange a meeting for you with my employer. Any ques-
tions?”

Loyd will actually answer very few questions concerning
the job. If asked about his employer, he will say:

“He is Mr. Gizetti. But you may consider him a Mr.
Johnson.”

Characters interested in the job will be further instructed.

“Meet at 113 Lake Street at 4pm today. You will receive
further instructions then.”
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